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INTRODUCTION 

Mathematics Word Problems has been designed to teach students 
how to solve mathematical word problems. After completing the 
program, the students will have learned to analyze and solve word 
problems in a logical, step-by-step process. 

There is one disk for each grade level in Mathematics Word 
Problems - grades 2 through 8. Each disk contains word problems 
appropriate for the grade level. Students must solve each word 
problem step by step: determining the correct algorithm or algo¬ 
rithms, translating each problem into mathematical formulas, estimat¬ 
ing the correct answer, and finally, solving the problem. 

Each wrong answer draws a hint, and an opportunity to try again. At 
each step of the way, a second wrong answer elicits a complete 
explanation of the step to be completed. For students in lower 
grades, the problems are illustrated with colorful graphics. A wide 
variety of rewarding messages greet correct responses. Where 
appropriate, alternative approaches to problems are illustrated, as 
well as short-cuts in problem solving. 

These programs provide immediate feedback, positive reinforcement 
and non-punishing remediation in the form of hints and complete 
explanations. Students are never told that they are "wrong" or that 
their answers are "incorrect." Throughout, the emphasis is on 
success. Furthermore, the program facilitates learning through a 
variety of question and answer formats. This software is designed to 
be used independently, and provides for student self-evaluation 
through scoring. 

Students can exit from a lesson at any time. In Apple programs with 
management systems, the student's place in the lesson is saved 
automatically so that he or she can resume the lesson from that point 
the next time the program is used. At the end of each lesson, the 
student is told how many questions were attempted, how many were 
answered correctly, and how many were answered incorrectly. If 
your program has the optional management system, a record of 
these scores can be saved for up to ten students at a time. 
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PROGRAM CONTENTS 

Mathematics Word Problems contains seven disks in all, one disk 
for each grade between 2 and 8. Each disk includes 10 lesson 
modules. Following is a list of these lessons with their module codes 
and titles: 

MATHEMATICS WORD PROBLEMS, GRADE 2 


Module Code 

Module Title 

L10 

One Two Three 

LI 5 

Two Three Four 

L20 

Three Four Five 

L25 

Four Five Six 

L30 

Fives 

L35 

Sixes 

L40 

Sevens 

L45 

Eights 

L50 

Nines 

L55 

Tens 

MATHEMATICS WORD PROBLEMS, GRADE 3 

Module Code 

Module Title 

L10 

Addition 

LI 5 

Subtraction 

L20 

Add and Subtract 

L25 

Money 

L30 

Fractions 

L35 

Time 

L40 

Measuring 

L45 

Multiplication 

L50 

Division 

L55 

Mixed Problems 

MATHEMATICS WORD PROBLEMS, GRADE 4 

Module Code 

Module Title 

L10 

Addition 

LI 5 

Subtraction 

L20 

Multiplication 

L25 

Division 

L30 

Multiply and Divide 

L35 

Money 

L40 

Fractions 

L45 

Time 

L50 

Money 

L55 

Mixed Problems 
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MATHEMATICS WORD PROBLEMS, GRADE 5 


Module Code 

Module Title 

L10 

Addition 

LI 5 

Subtraction 

L20 

Add and Subtract 

L25 

Multiplication 1 

L30 

Multiplication II 

L35 

Division 1 

L40 

Division II 

L45 

Average Problems 

L50 

Mixed Problems 

MATHEMATICS WORD PROBLEMS, GRADE 6 

Module Code 

Module Title 

L10 

Addition 

LI 5 

Subtraction 

L20 

Add and Subtract 

L25 

Add and Subtract II 

L30 

Multiplication 

L35 

Say It Aloud 

L40 

Sense and Nonsense 

L45 

Measures 1 

L50 

Measures II 

L55 

Averages 

MATHEMATICS WORD PROBLEMS, GRADE 7 

Module Code 

Module Title 

L10 

Adding/Subtracting 

L15 

More Add/Subtract 

L20 

Multiplication 

L25 

Division 

L30 

Mixed 

L35 

Mixed II 

L40 

Mixed III 

L45 

Fractions 

L50 

Decimals 

L55 

Decimals II 
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MATHEMATICS WORD PROBLEMS, GRADE 8 


Module Code 

Module Title 

L10 

Extraneous Info 

L15 

Extraneous Info II 

L20 

Area and Perimeter 

L25 

Fractions Addition 

L30 

Fractions Subtraction 

L35 

Multiplying Fractions 

L40 

Measures 1 

L45 

Measures II 

L50 

Science Problems 

L55 

Percentages 


SAMPLE ITEMS 

The following screens show how the questions and answers are 
presented in this program for each grade. The example for Grade 5 
can be found in the Operating Instructions section of this manual. 

Sample 1 (Taken from Grade 2; L35, EIGHTS) 

The first presentation of the problem 
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Sample 2 (Taken from Grade 3; L30, FRACTIONS) 
After an incorrect answer is entered 


Mrs. Smith served each person 1 / 4 of a melon. If 
there vere 8 people, hov many melons did she use? 

Vd 

Ki_ 'r 

kl 

L 

4 

3 4 

J 

3 


Try again. 






Sample 3 (Taken from Grade 4; L30, MULTIPLY AND 
DIVIDE) Before the student enters the answer 

Mr. Jones has 45 feet of rope to use to fasten 
boats to the dock at his lake. He needs 3 yards 
of rope for each boat. Hov many 3-yard pieces 
can he cut from the 45-foot rope? 

3. How many 3-yard pieces can he cut? 
Answer:_pieces 




Sample 4 (Taken from Grade 6; L35, SAY IT ALOUD) 

Before the student enters the answer 

If every rubber baby bumper car had 6 rubber 
baby buggy bumpers, how many rubber baby buggy 
bumpers would be on !74 rubber baby bumper cars? 


2. The answer will be: 

@ More than 1200 but less than 1400 
[D More than 500 but less than 800 
jc] More than 900 but less than 1 200 
(D] More than 1400 but less than 1 600_ 













Sample 5 (Taken from Grade 7; L55, DECIMALS II) 
Before the student enters the answer 


. 11 11 1 1 11 . . .. 

In the 1972 Olympics Roland hatthes of East 
Germany set the Olympic 200 meter backstroke 
record by svimminy the race in 2 minutes, 2.82 
seconds. In the 1976 Olympics John Naber of the 
United States von the race in a record 1m 59.19s. 
Hov much did Haber cut off the record? 

3. The ansver is:_seconds, (use a period) 




Sample 6 (taken from Grade 8; L50, SCIENCE PROBLEMS) 
After an incorrect answer is given. 


* iii 

Fahrenheit equals 9/5 of Centigrade temperature 
+ 32 degrees. If it is 30 degrees Centigrade, vhat 
is the Fahrenheit temperature? 

1. To solve this problem, you must 

|A] add 30 + 32, then multiply by 9/5 
51 add 30 + 32, then divide by 9/5 
Cj add 30 + 32, then multiply by 5/9 
1 find 9/5 of 30, then add 32 
B find 9/5 of 32, then add 30 _C_ 

If Fahrenheit = 9/5 C + 32, and C=30, you must ? 
first, then add ? Try again 
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The following is an example (from MWP, Grade 5; LI 5 SUBTRAC 
TION) showing how the program works. 


Alaska’s 1980 population was 400,481. Alaska’s land area is 586,412 
square miles. Hawaii’s 1980 population was 965,000. Hawaii’s land area 
is 6,450 square miles. How much bigger in area is Alaska than Hawaii? 

1. To solve this problem you must: 

A. Add 

B. Subtract 

C. Multiply 

D. Divide 

Student Answer: A 

To find how much more or less one thing is than another, you must 
find the difference. Try again. Hit any key first. 

Student Answer: B 
Subtract is correct. 


2. This problem, expressed arithmetically is: 

A. 586,412 - 400,481 

B. 965,000 - 400,481 

C. 965,000 - 6,450 

D. 400,481 - 6,450 

E. 586,412 - 6,450 

Student Answer : D 

You must subtract Hawaii’s land area of 6,450, from Alaska’s 
land area. Try again. Hit any key first. 

Student Answer: A 

E is correct. 


3. The answer is:__(use comma) 

Student Answer: 765,000 

586,412 
_ 6,450 

???,962 

Be 3ure to check by adding back up. Try again. Hit any key first. 
Student Answer: 579,962 
579,96213 correct. 
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SUGGESTIONS FOR USE 

Mathematics Word Problems is designed for use by students in 
grades 2 through 8. Even though the lessons on each disk can be 
accessed in any order, it is suggested that students work on them 
sequentially, as they are listed in the Program Contents section of 
this manual. Lessons often build on concepts introduced in earlier 
lessons. Also, some topics start in one lesson and then continue in 
the next. 

It is recommended that students work on one or two lessons per 
sitting in order to maintain interest and sustain concentration. Each 
lesson takes from 15 to 20 minutes to complete. 

Before working on any of the lessons, it is suggested that students 
review the following topics: 


Grade 2 

• Addition and subtraction, sums equal 0 through 10 


Grade 3 

• Addition 

• Subtraction 

• Multiplication 

• Division 

• Working with money values 

• Fractions 

• Measurements 

• Mixed Problems 

• Time 

Grade 5 

• Addition 

• Subtraction 

• Multiplication 

• Division 

• Averages 

• Mixed Problems 


Grade 4 

• Addition 

• Subtraction 

• Multiplication 

• Division 

• Working with money values 

• Fractions 

• Time 

• Mixed problems 


Grade 6 

• Addition 

• Subtraction 

• Multiplication 

• "Tongue-twister" word 
problems 

• Measurements 

• Averages 


) 

I 


8 


Grade 7 

• Addition 

• Subtraction 

• Multiplication 

• Division 

• Mixed problems 

• Fractions 

• Decimals 


Grade 8 

• Practical applications of 
addition, subtraction, multipli¬ 
cation, and division using 
word problems 

• Area and perimeter 

• Addition of fractions 

• Subtraction of fractions 

• Multiplication of fractions 

• Measurements 

• Science word problems 

• Percentages 


APPLE OPERATING INSTRUCTIONS 

STARTING THE PROGRAM 

Each lesson takes about 15 minutes to complete and contains 

between 10 and 20 questions. 

1. Insert the disk into the disk drive, and turn on the computer and 
monitor. If you are using aApple lie or lie, make sure the CAPS 
LOCK key is down while the program is in use. 

2. After the second of two title screens, press any key to continue 
when the small square appears. 

3. When prompted, type in your name. If you make a mistake, 
backspace with the left arrow key and retype to correct your 
error. Press RETURN to continue. 

4. If your program has a management system, it will ask: "Is this 
the first time you have used this disk: (Y/N)." Press "Y" for Yes, 
and the program will automatically display the menu screen. 

5. If you have used this disk before and answered with an "N" for 
No in the previous question, the system may ask you again for 
your name because the one you entered can not be found on 
the disk. The computer will say, "You must type your name 
exactly as when we first met." Press any key, and enter your 
name again. Make sure the CAPS LOCK key is down. 

6. The list of lesson modules available on this disk should now 
appear. Type in the code of the module you want (for example, 
L 10). Press RETURN to start the lesson. 
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RUNNING A LESSON 


General Directions: 

• To continue from one question or screen to the next, press any 
key whenever the small square appears. 

• When tutorial reading passages are displayed, musical tones 
may signal the presentation of important concepts. 

• Enter the digits of your answer from left to right when filling in 
the blanks. 

• If the first answer is incorrect, a hint will appear. Press any key 
to continue after reading the hint, and the same question will be 
displayed again. 

• Enter another answer. The program's response is the same for 
both correct and incorrect answers. The correct answer and an 
explanation will be displayed. 

• Only questions answered correctly on the first try will be 
counted as correct in the summary shown at the end of the 
lesson. 

• After exiting from a lesson or finishing it, you will see a sum 
mary of your scores for that lesson. Press any key to return to 
the title screen. 

• After each lesson, you will be asked if you wish to continue 
working on another one. If you answer with Y for Yes, you will 
be prompted again to type in a lesson code, and the next 
lesson will start. If you answer with N for No, you can exit the 
program by pulling the disk out of the disk drive, making sure 
the red light on the drive has gone off. 

Fill-in-the-Blank Questions: 

• Do not type in the answer until you are cued. Either a dash 
(the cursor) will appear, or the answer blank will "shrink" as the 
invisible cursor appears in the first space. This cue appears 
almost immediately. 

• Type slowly to ensure the recording of all letters or numbers in 
the answer. 
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• Type numbers from left to right when entering answers to math 
problems. Insert commas, decimal points (periods), slashes for 
fractions, and colons for time when necessary. 

• In cases which require two or more answers, the program allows 
you to type in the word parts in any order. Be careful to separate 
the word parts with a comma. You may also use a space be¬ 
tween word parts in your answer, but the program will accept the 
answer without a space. 

• Make sure your answer is correctly spelled. Correct typing errors 
by backspacing with the left arrow key and then retyping. 

• Once you are sure that your answer is correctly spelled, press 
RETURN to record your answer. 

Multiple Choice Questions: 

• Answers to multiple-choice questions are automatically accepted 
without the use of the RETURN key. Consider your answer 
carefully before pressing a key, since typing corrections cannot 
be made after RETURN is pressed. 

• Type the letter of the correct answer with the dash (cursor) 

appears. 

• The computer is programmed to accept only the letters A, B, C, 
D, or E as answers. If any other character is entered, the pro¬ 
gram responds: "PLEASE ANSWER WITH ONE OF THE 
CHOICES: A,B,C,D, OR E." Press any key before entering 
another answer. 

ENDING A LESSON 

• To exit from a lesson without finishing, press the ESCAPE key 
(ESC) instead of entering an answer. ESCAPE will not work if it 
is pressed when the prompt appears. 

• After exiting from a lesson or finishing it, you will see a summary 
of your scores for that lesson. Press any key to return to the title 
screen and main menu. 
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• At the end of the lesson, the program will review the questions 
which were answered incorrectly in the lesson. 

• After the review, you will be asked if you wish to continue working 
on another lesson. If you answer with a "Y" for Yes, you will be 
prompted again to type a lesson number, and the new lesson will 
start. If you answer with an "N" for No, you will be allowed to exit 
the program by pulling the disk out of the disk drive, after the red 
light on the drive has gone off. 

• For programs with the optional management system, your place 
in the lesson will be saved if you did not finish it. You may 
resume that lesson the next time you use the program, or you 
may choose to work on another lesson at the next sitting. 

APPLE MANAGEMENT SYSTEM 
INSTRUCTIONS 

Note: Unless you specified with your order that you wanted a 
management system, your program will not include the management 
system described below. 

If you do have a management system, the program will ask: "Is this 
the first time you have used this disk?" after you enter your name. If 
you do not have a management system, this question will not 
appear. 

If you would like to add a management system to your disks, return 
them to Intellectual Software. The charge for adding management is 
$10.00 per disk. 

In order for the management system to work properly, the disks must 
not be write-protected. Do not put a write-protect tab on the disk. 

STUDENT USE 

Students interact with the management system only when they enter 
names which do not appear on the file, or when they restart the 
program after exiting from a lesson without finishing it. 

• Remind students to enter their names exactly the same way each 
time they use the program. If a student enters her name as 
~KATE one day and as KATHERINE the next, the management 
system will list her as two different people. 
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• When a student resumes the program after using ESCAPE to exit 
from a lesson, the unfinished lesson module will be highlighted on 
the menu. The program will suggest that the student work on that 
lesson. If the student selects the highlighted module, the lesson 
will resume where the student left off. 

• Any other module may be selected instead, but then the system 
will not continue to hold the student’s place in the unfinished 
module. The student would have to restart that module from the 
beginning if he or she returned to it at another time. 

TEACHER USE 

Teachers must load the management system in order to see the 
students' records. To load the management system, follow the 
directions below. 

At any point before or after a lesson module: 

Apple II and 11+ Users: Press down the CONTROL key. While 
continuing to hold down the CONTROL key, press down both the 
SHIFT and the M keys. Release the keys when LOADING MAN¬ 
AGEMENT SYSTEM appears on the screen. 

Apple lie and lie Users: Press down the CONTROL key. While 
continuing to hold down the CONTROL key, press down the right 
bracket (]) key. Release the keys wheN LOADING MANAGE¬ 
MENT SYSTEM appears on the screen. 

When the red disk drive light goes off, the following management 
system menu will be displayed: 

MICROTUTOR II 

MANAGEMENT SYSTEM 

- STUDENT RECORDS - 

YOU MAY CHANGE DISKS NOW 

(1) ALL STUDENT RECORDS TO SCREEN 

(SHIFT -1 FOR HARD COPY) 

(2) INDIVIDUAL RECORDS TO SCREEN 

(SHIFT-2 FOR HARD COPY) 

(3) ERASE ALL STUDENT RECORDS 

(4) CUSTOMIZE SYSTEM 

(5) RETURN TO TUTOR 
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NOTE: If at any point in the management system you do not receive 
feedback to an answer you have typed in, press the ESCAPE key. 
This will bring you back to the program's title screen. Then press any 
key. The message “Your name, please” will appear. Type RESTORE 
instead of typing your name. Then hit RETURN. At that point, enter 
any module number other than the one in which you were 
previously working. Press the ESCAPE key before you enter the 
first answer. Then press any key twice. You may now continue 
working in that module. 

MACINTOSH OPERATING INSTRUCTIONS 

STARTING THE PROGRAM 

1. Turn on your Macintosh with the switch on the back of the com¬ 
puter. The Macintosh will beep and then display an "icon" with a 
blinking question mark. 

2. Insert the program disk into the disk drive. The label should face 
up, and the metal end should go in first. Push the disk in until it 
clicks into place and the disk drive starts to hum. 

3. After an initial "welcome" message, a black icon labeled with the 
program title will appear at the upper right corner of the screen. It 
will automatically open to display a window containing the 
"startup" icon. 

4. To start the program, use the mouse to position the pointer on the 
startup icon. Then "double-click" the startup icon by quickly 
pressing and releasing the mouse button twice. 

5. After several automatic screen changes, the Queue title screen 
will appear. To continue, position the pointer on the CONTINUE 
button at the bottom of the screen and click once. 

6. Some programs will now display general program directions. 

Click the CONTINUE button to go on to the main menu. 

7. Select a lesson module from the menu by clicking the button in 
front of the module title or by clicking any part of the title. A black 
dot will appear in the button for that module. Click CONTINUE to 
proceed. 

8. The next screen will ask you to type your name. If you make a 
mistake, use the Backspace key to erase. Press the RETURN 
key to enter your name. Click CONTINUE to start the lesson. 
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RUNNING A LESSON 
Answering Questions: 

• Multiple choice questions can be answered either with the mouse 
or with the keyboard. Click one of the A-E buttons at the bottom 
of the screen, or type the letter and press RETURN. Correct 
typing errors with the Backspace key before you press RETURN. 
The program accepts both lower and upper-case letters. 

• Fill-in-the-blank questions display an answer box with a blinking 
cursor. Type in the answer as directed. Use the Backspace key 
to correct typing errors. Press RETURN when the answer is 
complete. The program accepts both lower and upper-case 
letters. Do not use commas when entering numbers. 

• Click CONTINUE to go on to the next question. 

General Directions: 

• Commands and buttons are available only when they have not 
been dimmed. 

• Click the QUIT button to exit from a lesson without finishing it. 

• When the score screen is displayed at the end of a lesson, click 
CONTINUE to return to the program menu or QUIT to return to 
the "desktop" screen. 

• To eject a disk, QUIT to the desktop screen, pull down the File 
menu, and select the Eject option. 

THE MENU BAR 

During a lesson, five menus are available from the menu bar at the 
top of the screen. To see a menu, click the mouse on the option you 
want. Then drag the mouse down and release the button to select 
one of the items from the menu. 

1. Apple Menu: 

Alarm Clock puts the current time on the screen. 

Note Pad displays an 8-page pad on which you can take notes. 
Calculator places a math calculator on the screen. 

Key Caps shows you what each key can produce. 

Control Panel allows you to adjust various computer settings. 
Puzzle lets you play with a number puzzle. 
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Consult your Macintosh manual for detailed descriptions of these 
"desk accessories." To remove one of these items from the screen 
after you have selected and opened it, close it by clicking the CLOSE 
box in the upper left comer of the item's "window." 

NOTE: Clicking anywhere on a tutorial program window also re¬ 
moves the item from the screen. However, the item is not closed; it 
is simply hidden behind the program screen. The program will run 
with this open window hidden, but it will run much more slowly. To 
keep the program running efficiently, be sure to close the desk 
accessory windows with their close buttons. 

2. File menu: 

Clip Screen sends a copy of the current screen to the Clipboard. 
The Clipboard can then be accessed from another Macintosh 
application, such as MacWrite. The Clipboard will hold only one 
screen at a time; its contents will be lost when the computer is 
turned off. See your Macintosh manual for more details. Print 
Screen sends a copy of the current screen to the printer. Quit 
allows you to exit the program just as the QUIT button does. 

3. Time menu: 

This option shows how long you have been working. 

4. Score Menu: 

This menu shows your running score for the current lesson 
module. 

5. Help menu: 

This option lists the title of the help screens available for this 
program. When you have finished reading a help screen, click 
CONTINUE to remove the help screen and go on with the pro 
gram. 

MACINTOSH MANAGEMENT SYSTEM 
INSTRUCTIONS 

To enter the management system, click the small circle in the upper 
right corner of the Queue title screen. The Teacher Management 
Report Screen will appear. This screen offers four options: 

1. Click the SCREEN button to see the display of student scores. 

2. Click the PRINTER button to print out the scores. 
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3. Click the ERASE button to clear the management system of all the 
names and scores. 

4. Click the QUIT button to return to the desktop screen. 

SCREEN 

For each student listed, the system displays the student's name, the 
module number in which he or she worked, the number of questions 
attempted, and the number and percent correct on the first try. A 
student's name is listed separately for each module worked and for 
each time he or she used the program, even if the same module was 
done twice. 

The student to use the program most recently appears as number 1. 
Up to 20 names and scores are listed on one screen; click CON¬ 
TINUE to see more names and scores on the next screen. As more 
students use the program, the first user’s name moves down the list 
until he or she becomes number 40. Once the file has been filled 
with 40 names, the next name entered will cause the current number 
40 on the list to be deleted automatically. 

To return to the Management Report Screen, click CONTINUE. To 
return to the desktop, click QUIT. 

PRINTER 

The program will remind you to turn on your printer. After turning on 
the printer, click CONTINUE to print out the scores. When the 
printout is finished, click CONTINUE again to return to the Manage¬ 
ment Report Screen. 

ERASE 

The program warns you that erasing clears the file of all names and 
scores. 

Click CANCEL if you decide you are not ready to clear this file. Click 
the ERASE button to clear the file and return to the desktop. 

SUPPORT 

If you have any questions or problems, call Queue at 1-800 -232- 
2224 (in Connecticut, Hawaii, Alaska, and Canada, call 203-335- 
0906). Defective disks will be replaced free of charge within 90 
days of invoice date. Disks damaged after 90 days may be replaced 
at $10.00 per disk. Mail the damaged disk and appropriate payment 
to Queue at 338 Commerce Drive, Fairfield, CT 06430, for a prompt 
replacement. 
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A classroom management system can be added to your program at 
an additional cost. If you wish to have this system added, send your 
program disk to the above addresss. 

Back-up disks are available for $10.00 per disk. Customers are 
limited to one back-up disk for each disk purchased. Back-up disks 
are for archival purposes only. 

Never expose any computer software to excessive heat or cold. Do 
not leave your software near a strong magnetic field such as might 
be produced by an electric appliance, stereo, or speaker magnet. 
Always place your software in its sleeve when you are not using it. 
This will protect it from dust and fingerprints. Finally, never touch the 
exposed parts of the disk which are visible through the holes in the 
disk cover. 


If you have the IBM version of this pro¬ 
gram, please refer to the accompanying 
User's Guide for operating instructions. 
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